CONCEPT DESCRIPTION 
The Dark Matron is a more serious take on an old joke piece | 
wrote called the Big Tiddy Goth Girlfriend. 


| write this because I've gotten a number of stories of 
people taking the BTGGF and making actual interesting and 
serious stories and games using it, and felt it deserved some 
love using all of the experience I've gained through the last 
2-3 years of writing homebrew and before | set my attention 
towards something that'll give me a bit less free time to just 
dick around and write silly things. Enjoy. 


OTHERWORLDLY PATRON 


At 1st level, a warlock gains the Otherworldy Patron feature. 
The following option is available to a warlock, in addition to 
those offered in the Player's Handbook. 


THE DARK MATRON 


In the shadow cloaked slums of large cities and isolated 
swamps far from, reside some of the more cunning creatures 
known to man. Powerful women who can bend the wills of 
lesser man with a single glance, and with a wave of their 
hand could cloud their judgment, and coax them into doing 
the unthinkable. These stunning examples of self loathing 
polished to a confident sheen, have the capability to shift even 
the most independent men to their darkest selves. 


Your patron is what is known to those with culture as a 
goth girlfriend These powerful and sought after beings are 
few and far between, and with that sort of rarity comes an 
otherworldly power that few understand. You are one of the 
lucky few, that has encountered and tamed one of these 
powerful beings. She uses her knowledge of the occult and 
her uncanny sense of current events to keep you in the know, 
and ensure you'll never let her down. 


EXPANDED SPELL List 


The Dark Matron lets you choose from an extended list of 
spells when you learn a warlock spell The following spells 
are added to the Warlock list for you. 


Spell Level Spells 


1st Command, Disguise Self 
2nd Alter Self, Darkvision 

3rd Bestow Curse, Catnap 

Ath Divination, Private Sanctum 
5th Dominate Person, Seeming 
EMOTIONAL RESILIENCE 


Your matron has put you through a number of terrible affairs, 
from her fear inspiring hobbies, to her undeniably enthralling 
self. Beginning at 1st level, you gain advantage on any saving 
throws you would make to resist an effect that causes the 
charmed or frightened conditions. 


MACABRE VISAGE 

In addition to her effects on your psyche, your relationship 
with your patron has also changed the way you portray 
yourself; or at least how she insists that you do. Also starting 
at 1st level, you have learned to imbue your apparel with dark 
arcane magics that ward off harm. During the last hour of a 
long rest you may spend 10 minutes preparing for the day, 
causing your clothing to take on a darker toned pallet. Dark 
shadows form beneath your eyes, your skin pales, and your 
nails, lips, and eyes turn to a matte black color. 

This change lasts 24 hours or until you don armor. While 
in effect your Armor Class equals 10 + your pact magic spell 
slot level + your Charisma modifier. In addition to this, while 
your appearance is altered in this way creatures who can see 
you have disadvantage on saving throws made 
to resist being frightened of you. 


MANIFEST SPIRIT CRYSTAL 
Upon reaching 6th level, your matron has granted you the 
ability to conjure crystals from her own magic that imbue the 
holder with special traits. Many cultures are 
familiar with this style of magic, using 
various stones for uses in both medicine Z 
and faith, and her abilities are no different. RIN a 
There are two subtypes of spirit crystal. aes 4 
There are called Stones of Care which " 
offer gifts of protection, luck, and vitality, and 
Stones of Ruin which do quite the opposite, to 
causing discord and bringing forth fear in L 
those who oppose you. Upon completing a 
short rest you may choose any one of the 
following stones to manifest, causing it to 
appear on your person. 


A stones benefits apply to the creature 
who is carrying the stone, either holding it in 
their hands or keeping it on their person. 


STONES OF CARE 
Stone Type Properties 


If you roll a 1 on an attack roll or saving 
throw, you may reroll the dice and may add 


eve ptunine your Charisma modifier to the new result. 
You must keep the new roll. 
While wielding this stone in a hand and 
Fluorite Carrying nothing else in it, you have 


resistance to necrotic damage and cannot 
have your maximum hit points reduced. 


While wielding this stone in a hand and 
carrying nothing else in it, you have have 

Moonstone resistance to poison damage, and gain 
advantage on saving throws to resist 
poison and disease. 


While this creature is unconscious, they are 
immune to all damage and any unwanted 
conditions. If taking damage would result in 
the unconsciousness ending, being dealt 
damage even if you are immune to it still 
returns you to consciousness. 


Jade 


STONES OF RUIN 
Stone Type Properties 


Damage you deal bypasses the resistances 


Amethyst o¢ aberrations, fiends, and undead creatures. 


When a creature targets you with a spell 
while you can see them, they must succeed a 
Charisma saving throw against your Warlock 
Bloodstone spell save DC or become charmed by you 
for the next ten minutes or until you = 
or your allies deal damage to or inflict a) 
an unwanted condition against them. 


When you hit a creature with a spell attack 
Quartz _ the next saving throw they make against a 
spell you cast is made with disadvantage. 


When you deal damage to a creature with an 
instantaneous spell of 1st level or higher, 
creatures you damaged take additional 
necrotic damage equal to the spells level. 


Turquoise 


If a creature who is holding a stone deals damage to you or 
inflicts an unwanted condition onto you, the stone explodes, 
dealing force damage equal to twice your Warlock level to 
them. You can only have one of these stones created at a 
time, and when you create a second one the first is destroyed. 


EXPANDED COLLECTION 

Upon reaching 10th level, your matron has opened up her 
magic to you, and you gain the ability to have up to two 
crystals actively manifested at a time so long as one of them 
is a Stone of Care, and the other is a Stone of Ruin. Now 
when you would create a third crystal, you can choose which 
of the two to destroy and replace with your new one. 


MATRON'S FAVORITE 

At 14th level, you have formed a strong and long lasting bond 
with your matron. She's made a point to claim you as one of if 
not her only favorite. If you would be about to be reduced to 0 
hit points or otherwise die in a way that you or an effect on 
you could not prevent, you would become incapacitated, 
disappear. and find yourself transporting instantly to her 
demiplane where your patron begins to tend to your wounds 
and care for your ailments. 

You may remain in this demiplane for up to 1 minute. At 
the beginning of each of your turns within this demiplane, 
you heal 2d10 hit points. At the end of each of your turns you 
are given a momentary glimpse of what you left behind form 
the perspective of where you were when you vanished. With 
this information, you may immediately choose to return back 
to where you were before being transported and end this 
effect early. If you remain for the entire minute you gain a 
number of additional benefits. You are cured of any unwanted 
conditions, diseases, and other ailments, any unwanted spells 
on your are dispelled, and any forms of injury or 
disfigurement is regenerated and healed. 

If you let the full minute pass, you return to any location of 
your choice within 100 feet of where you disappeared, or at 
any Teleportation Circle for which you know the runes for. 
Once this feature activates, you must complete a long rest 
before it may do so again. 


CREDITS 


Artistic Credits: The first two pieces are character art of an OC 
named Valena by Paola Pieretti. The final piece on this page is 


was not personally commissioned, but was also done by her.. 
Content Credits: Desmon Arnold, Desmon#9507 on Discord 
/u/Mikazel on Reddit for writing, balance, and formatting. 


ELDRITCH INVOCATIONS 


At 2nd level, a warlock gains the Eldritch Invocations feature. 
The following option is available to a warlock, in addition to 
those offered in the Player's Handbook. 


SERIAL TOOL 
Prerequisite: Pact of the Blade 


Where not all find any satisfaction or joy in the pain or death 
of others, it's common for matrons, while not always enjoying 
it, to find a strong fascination with both the method and 
reason for and behind the deaths of others. Your pact weapon 
begins to mirror this interest, and take on similar traits. 

When you kill a creature with an Intelligence of 6 or higher 
with your pact weapon, a thin ring of blood appears around 
your wrist like a bracelet would, and remains there for 1 hour. 
You cannot have more rings than a number equal to your 
waelock level Every time you would be meant gain a ring 
while you are at this maximum, you regain 1d4 hit points 
instead. When you hit with an attack using your pact weapon, 
you deal additional necrotic damage equal to half the number 
of your rings you have. 


BLACK OMEN 
Prerequisite: Pact of the Chain 


Superstition is something that drives matrons. It's become a 
thing that they embrace, finding fortune in bad luck and hope 
in ill omens. If when you complete the Find Familiar and 
choose to conjure a familiar in the form of a cat, you may 
chose for it to gain the Bad Omen trait as a part of it's 
statistics. If you choose this it's fur, regardless of whatever it 
was before, turns to a intense and unblemished black shade. 

Bad Omen. Any creature that begins it's turn within 10 
feet of it besides you suffers disadvantage on the first attack 
roll, ability check, or saving throw they make that turn. 


PROMISE RING 
Prerequisite: Pact of the Talisman 


Dedication is incredible important to your matron, and it's 
expected that you value it as well. Your talisman now takes on 
the form of a promise ring, and grants the wearer if worn by 
someone other than yourself the ability to know your location 
while you are on the same plane of existence, seeing a black 
silhouette in their vision when looking your way that reveals 
your distance from them. 

If you are the one wearing your promise ring, you may 
instead use your action to designate a creature you touch as a 
promised ally. When you do this, for the next minute or until 
you take off the promise ring, you become aware of both the 
distance and direction of their location in the same way as 
someone would you while wearing it. 


PRIVATE JOURNAL 
Prerequisite: Pact of the Tome 


It's encouraged by your matron to document your thoughts 
and emotions, both for her and your reference. During a long 
rest you may spend an hour recording the past day within 
your Book of Shadows. 

»Once events are recorded in this way, you cannot be forced 
to forget them by any magical means besides divine 
intervention or magic performed by your matron herself. 


